
The Seventh Pacific Rim International Conference

on Artificial Intelligence, 2002

Workshop 3

International Workshop on

Lifelike Animated Agents
Tools, Affective Functions, and Applications

Chair: Helmut Prendinger

August 19

Tokyo, Japan



The Seventh Pacific Rim International Conference on Artificial Intelligence, 2002

Proceedings of the International Workshop on

Lifelike Animated Agents
Tools, Affective Functions, and Applications

National Center of Sciences, Tokyo, Japan

August 19, 2002

Workshop Chair

Helmut Prendinger, University of Tokyo, Japan

Program Committee
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Preface

Lifelike animated agents are one of the most exciting technologies for human-computer interface

applications. They convincingly take the roles of virtual presenters, synthetic actors and sales

personas, teammates and tutors. A common characteristic underlying their believability as

conversational characters are computational models that provide them with affective functions

such as synthetic emotions and personalities, and implement human interactive behavior or

presentation skills.

The workshop aims to bring together researchers and practitioners of lifelike animated agents

to discuss applications of synthetic characters, ranging from product presentation and tutoring

to interactive gaming. The success of most animated agent systems today heavily relies on the

careful crafting of their designers. The wide dissemination of animated agents in interactive

systems, however, will greatly depend on the availability of tools that facilitate scripting of

intelligent lifelike behavior. The affordances for putting animated agents to work are manifold,

including the control of one or multiple agents and the implementation of agents’ affective

behavior and competence. To this end, the workshop—besides assessing the state of the art—

strives to identify key problems and solutions in authoring animated agents with believable

behavior.

The workshop is organized to discuss the following issues:

• Assessment of the state of the art of frameworks for lifelike animated agents and interactive

agent behavior, models for affective behavior;

• Scripting tools for controling interactive agents, tools to facilitate knowledge engineering

of agents’ affective and competence models;

• Evaluation of systems, usability of systems and tools.

For further information, please visit the workshop website:

http://www.miv.t.u-tokyo.ac.jp/~helmut/pricai02-agents-ws.html

Helmut Prendinger

Tokyo, August, 2002

i



Table of Contents

Preface . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . i

Invited talks

So You Want Your Agent to Feel...: Issues in the Modeling and Expression
of Emotion for Interactive Virtual Humans . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 1

Jonathan Gratch, USA

An Evolutionary Perspective on Animated Presentation Agents and their
Application Fields . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 2

Thomas Rist, Germany

Contributed papers

Specifying Cooperation Between Modalities in Lifelike Animated Agents . . . . . . . . . 3

Sarkis Abrilian, Stephanie Buisine, Christophe Rendu, and Jean-Claude Martin

The Interactive CrossTalk Installation: Meta-theater with Animated
Presentation Agents . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 9

Stephan Baldes, Patrick Gebhard, Michael Kipp, Martin Klesen, Peter Rist,

Thomas Rist, and Markus Schmitt

Communicating Multimodal Information on the WWW Using a Lifelike,
Animated 3D Agent . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 16

Istvan Barakonyi, Naiwala P. Chandrasiri, Sylvain Descamps, and Mitsuru Ishizuka

Illusion of Life in Palenque: Communicating Emotions Inside Virtual
Environment for Maya Cultural Heritage (Extended Statement of Interest) . . . . . 22

Carlos Delgado-Mata, Rocio Ruiz-Rodarte, Ruth S. Aylett, M.A. Perez-Cisneros,

and P.A. Cook

Roles and Designs for Speech-enabled Interface Agents in Language Learning . . 28

Tom Fenton-Kerr

Integrating Internal Behavioural Models with External Expression . . . . . . . . . . . . . . . 34

M.F.P. Gillies, Daniel Ballin, N.A. Dodsgon, and Mel Slater

Interpolation and Extrapolation of Motion Capture Data . . . . . . . . . . . . . . . . . . . . . . . . . 40

Kiyoshi Hoshino

STEP: A Scripting Language for Embodied Agents . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 46

Zhisheng Huang, Anton Eliëns, and Cees Visser
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